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PLAYING NHL' HOCKEY “94 


NHL 'H ва super realistic, fastaction hockey game designed around the actual 
rules and players in professional hockey, The controls are easy to use, so you can 
begin playing immediatly with just a quick glance at the control summary on 
page one, But if you want to master the complexities of MAL 94, you should go 
"rough the manual. As you get better and better at the game, you can set up 
increasingly more difficult contests. 


AMO THE GAME 
Turm OFF the power switch on your Super NES. 
NEVER insert or remove a Game Pak when the power is on 


0 Make sure your controller is plugged into port #1 on the loft side of the 
Super NES 


If you're playing against or with a friend, plug his controller into port #2 on. 
the right side of the Super NES. 


3, Insert the Game Pak into the slot on the Super NES. Press the Game Pak 
down firmly to lock itin place. 


4. Tom ON the power switch. 


5. The EA SPORTS screen, thon the NHL ‘9 title screen, appear. Once the 
credits begin scrolling, press START to see the Game Set-Up screen. 


If you want to get imo the game right away, go straight to the section below, 

Playing for Real 

But it you are starting NHL 94 for the first time, you might want to watch an 

юып game 

1. Make sure both controllers are under the NOT PLAYING column on the 
Player Selection screen, s0 both controllers aren't under any team column. 


2. Press START. Unless you change the settings, Los Angeles will play 
Montreal at Montreal in a regular season qama with tree ton minuto 
periods, penalties off. no line changes, and automatic goalies. 


4, The Team Matchups screen will appear. (See Team Matchups) 


5 Press START. The camera brings you to center ice for the face off 

To get out ol Demo, press any button except START. The Game Setup screen 
reappears 

PLAYING FOR REAL 


i you want to jump right in and wait unti later to explore the other options, just 
press START 0 use the game's default settings. 


When you're ready tû set up your own game, Control Pad down through the 
options. Control Pad left or right to change the setting for that option. Press 
START to begin the game, 


PLAY MODE 
Regular Season: Play a regular season game. 


Continue Playoffs: Retum to а playoff series at the point where you left oft. 
Enter a password to continue your playo game. 


New Playatts: Begin in the first rund af the Playoffs, needing only one win to 
advance, 


Best of 7: Begin in the first round of the Playofls Score four victories to advance. 
Shootout: Choose teams and go one-on-one with the goalie, 

Ноте: Choose tha home team. 

Visitor Choose the visiting team. 

Tho Home team faces up-screen in the fist period and third period. down- 
screen in the second period, 


PERIOD LENGTH 

Each game consists o tree pariods, and one or more overtime periods if 
mocessan. 

You can sat the period length at 5 minutes, 10 minutes, or 20 minutes. 

A Regular Season game allows only ane overtime period: The overtime period 
lasts for fve minutes, or until one team scores (“sudden death"). If neither team 
scoros, the game ends in a tie 

Playoff games cannot end in a tie. Players will play as many suddan death 


overtime periods as necessary to establish a winner. The overtime periods last 
as long as the period length selected for that qame, or until one team scores. 


PENALTIES 


On: The referees call ай the penalties and infractions they see. (See Penalties 
and infractions) 

‘On, No Offside: The referees call penalties and infractions, except offside: 
Of: No penalties or offside, but icing is stil called. 

LINE CHANGES 


Or: The game player/players control their team's line changes, [See Line 
Changes) 


Of: The players do not tire and stay in for the entire game. 
‘Automatic: Computer changes lines for both teams. 
GOAUE CONTROL 

Manual: You can control your own goalie. 

‘Automatic: The computer controls your goalie at all times, 


‘Once you've set up the game the way you want it, strap on your helmet; put on 
Your gloves, grab your stick and press START. 


TEAM AND PLAYER STRENGTHS 

AN the NHL teams aro represented in NHL '94. As in real life, soma teams are 
stronger than others. Of course, a team's strength is based on individual player 
strengths. This is what makes NHL 94 so realistic. 


Every player in the game has certain strengths and weaknesses, based on tho 
actual strengths and weaknesses of tha real teams from the 1982/1993 season, 


In genera, tho center is the best scorer, and the wingers aro also good with the 
puck Defonsemen are not particularly fast or good with the puck, but they check 
harder and defend more aggressively than the front line players, 


Before the game begins, the Matchups screen appears. On this screen, opposing 
players are compared in overall rating, Players with a higher rating are superior to 
thoir opponents by tho differance of the two numbers. To serali through the team 
matchups, press A and Y 


Hot and Cold Streaks 

Batoro sach qama, EA SPORTS caster Ron Barr names the three players from 
"ach team on hot and cold streak. The player ratings will vary hot and cold I/- 
10% in each category) depending on what kind of streaks the players happen to 
toon 


Watch Ron Barr's commentary before each game to see who's on hot and cold 
streaks. To review Ron's evaluation, press X. 


E 


LEES 
WE è 


In the opening period, the homo team's center faces up screen 


The visitor's center faces down screen 


Atthe top of the screen you see a close-up window of the two centers and the 
referee holding the puck in the air. 


The reloree drops tho puck automaticaly When th puck hits tha ica, ҮЗ de 

‘= Control Pad in the direction you want to deflect the puck while pressing В 
on 

wo Control Pad forward and press A ta capture puck: 


As you learn the game you wil find that certain centers are tougher than others, 
and that some are more skillful with tha stick. You will want to ba aware of your 
center's particular strengths and weaknesses if you want to make full uso of him 
n face offs. 


Skating skills are fundamental to good hockey. You need to skate well to check 
hard, to avoid checks, to elude dofenders, and to fake out goalies. NAL 94 lets 
you skate like a pro, but makes you pay for your mistakes, 


OFFENSE: With controller 1, your puck carer skates on a solid light blue star with 
a graen outline, The computers puck carrier skates on a solid light blue star with 
no outline, In two player modes th skater controlled by controller 2 is marked 
with a pink outlined star, 


DEFENSE With controller 1, your active defenseman skates on a green outlined 
star. The computer's defensemen are never marked with stars: 


a Pross B to activate defonsoman nearest to the puck. 


Controlling your momentum is the key to good skating. When you reverse. 
direction your player wil skid a little before he actually turns around. Get a feel 
or this skidding and use it to your advantage by learning to predict how tar 
players will slide before they stop. То come to a quick stop, press the Control Pad 
in ће exact opposite direction the skater is skating. 


‘= Control the direction of your player (and the direction of your passes) with 
the Control Pad. 
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The key to a dominant offense is clean, accurate passing- 
m Control Pad the direction you want to pass, then press B. 


W you hold the Control Pad, the player will pass the puck in the direction he is 
acing. The best passing method is to press tho B button, then press down on tho 
Control Pad, hen release the B button. The pass is launched when the Control Pad 
is pressed while tho B button is down. 


When the puck reaches a player, that player usually controls the puck: 
An opponent can intercept a pass if he gets to the puck ist. 

Try to keep track of where players are off-screen. 

In general, the center skates up center ice with the two wingmen on either side of 
him, and the two defensemen behind him on opposite sides. 

Ifthe player you control is off-screen, an arrow points 1û the location of that player, 


When playing in either of the Two Player modes, the green arrow indicates the 
Controller player, the orange arrow the Controller 2 player 

It you know where all your teammates arê, you can pass quickly I forward. to the 
side, and behind you) and confuse the defenders. 


On medium to long range passes, it is smart to press В immediately after you pass 
the pack to control the target player before the puck arrives: his way you can 
evade defenders and pick up the puck in the clear. 


PLAYING AS TEAMMATES 


computer, 
Tho playor with Controller 1 controls the man on the green outlined star, The 
player in control of the puck skates on a solid ble star. 


On defense, when both players press B, the player who pressed B fest becomes 
tho dofendor closest to the puck 


Playing with the Super Multitap' 
Your Super NES can tell whether or nat you have a Super Майар plugged in 
At the Side Selection cen, fv controller icons appear 


1, Use the Control Pad to move your star (the star with your Contsoller number 
in it) to whichever side you want to play. 

2. When everyone has selected the side they want to lay on press START. 
Once оп the ice, each player skates on a colored star: 

= Player 1 - Green star 

Player 2 - Orange star 

Playor 3- Rod star 

Player 4 - Yellow star 

Player 5 - Blue star 


s option is On, the referees call all the penalties they see 
You can keep penalties to a minimum by laying off the А button on defense. The 


A button gives the player you control an extra burst of speed, so your checks are 
harder and your collisions more explosive. 


HOLDING -legally grabbing ог pinning a player so that he cant move. 
ROUGHING - Unnecessary roughness or causing an injury. 


SLASHING - Deliberately hitting an opponent with the stick in order to obstruct 
Or intimidate him. 


CROSSCHECK - Lifting the stick off the ice with both hands and using it to check 
an opponent. 


TRIPPING - Tripping the puck carrier. The referee has to believe there was no 
attempt to capture ha puck. 


HOOKING - One player's attempt to “hold up” another player with his stick: 


CHARGING - Slamming into another player after twa or more deliberato strides 
in is direction. 


INTERFERENCE - Interference is called when a player interfere with the goalie. 
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Penalty Shots 

Penalty shots are awarded when a tripping ог holding penalty is committed on the 
breakaway man (puck carrier that initiates he breakaway). A breakaway happens. 
hon an offensiva player crosses the blue line before a defensive player. 


One player is released from the penalty box when the opposing team scores ona 
Power Play. (See Power Play Lines) 


‘H thare are two or more players in the box, the player with the least amount of 
time remaining in his penalty period is released. 


Delayed Penalty Call 
fi 


When a penalty is called ona player from the team without the puck, action is not 
stopped immediately. The referee appears on ће sereen ta whistle the penalty, but 
lay does not stop until a playor on the penalized team captures the peck. The 
computer will automatically replace its goalie with a forward in a delayed penalty 
situation, and the goalie retums as soon as you capture the puck. If the offensive 
eom scores before the penalized team captures the puck, the penalty is not called. 


No team will have fewer than three players [not including the goalie) on the ice. t 
a penalty is called on a team with two players in the bo, the offending player 
oes to the box and is replaced. His penalty time does not begin to run down until 
‘ne of his teammates’ penalty periods expires. 
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INFRACTIONS 
stack zone 
= $ Ble tine 
"d Y L 
co) ome 
Жж? E 
THE ATTACKZONE 


The attack zone is marked by a blue line on your opponents side of the ice. When 
you cross this blue line in the direction of your opponent's goal, you have entered 
‘the attack zone 


‘Your attack zone is your opponent's "defensive zone.” 
см 
Icing is called when а player passes or shoots the puck across the red center line, 


the opponent's blue line, nd the red goal fine, but not through tha crease (he 
blue semi-circle in front of th goa) 


Ifa player on the offensive team touches the puck after it has been "cod, the 
infraction is not called 


‘A shot on goal never crosses the last red line, so icing is never called. 


ng is not called on a team that is shorthanded because of a penalty. (See 
Penalty Kaling Lines) 


There is no “twodine pass” infraction in NHL 94. 


After an icing сай, tha referee stops play and st up a face off in the defensive 
zone of the guilty team. 


OFF-SIDES 


Pack cami 


Number [25] has skated across the blue line with he puck when his 
teammate was already in the attack zone. 


The puck must entor tho attack zone before any player onthe offensive team 
enters the attack zone, or else offside wil be called. 


Tho puck cannot be passed across the blue line to a player waiting in the attack 
лое 


‘Once in tha attack zona, if the puck crosses the blue line OUT of the attack zoe, 
all offensive players must “clear” leave the attack zone before the puck can be 
brought back across the blue line 


aR EE 
You attempt a shotan goal in the attack zone. The other team’s goalie 
tops tha puck and quickly passes it to а teammate, who brings it up the 
ice out of tho attack zona. As soon as he crosses the blue line, you. 
bodycheck him and steal the puck. Now you must wait for your 
teammates to skate out of the attack zone before you can bring tha puck 
back into th attack zone. 


‘referee window will рор up to warm you that if you cross into the attack zone 
you will be offside. 


The referees always catch the offside infraction (when you have it ON) and stop 
the action. The puck is faced off behind the lue line. 


Player off sides 


One point is awarded per goal 

& To take a shot on goal, press A when you have tha puck 

‘= Use Control Pad to aim tho puck left/right/up/ down, 

Thera are two different shots: wrist shots and slapshots. 

a Wrist Shot Press and release A quickly. A wrist shot is slower but more accurate 
"han a slap shot. Wrist shots are most effective when close t the goal, 

‘= — Slap Shot: Hold down A. A slap shot is harder, faster, but less accurate than. 
ıa wit shot. Slap shots are most effective further back in the attack zono 
when the goalie is not st. 

The longer you hold down the A button, the harder the slap hot 

a Control Pad up to give shot height, 

= Control Pad down t keep shot low. 

w Control Pad left or right to shoot into comer of the net. 

Look for a stap shot to bounce off the goalie or the net, grab the rebound, and fick 

‘the puck in with a wrist shot 
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Scoring line 1 
Scoring line 2 
Checking ine 


Hockey is a grueling sport, and players need to rest every зо often, especialy in 
long games. 


Myou want to make line changes, set Line Changes to ON on he Game Set-Up screen. 


Fatigue bars on the right side of the line-name show how fresh [or tired) that ine is. 
The longer the bar, the fresher the line. Green indicates that the players are fresh. 
yellow means tired, and red means he's exhausted, 


You can make lina changes whenever action is stopped (end of period, penalty, goal, 
laco ой, et) or whenever tho puck is in play. 


Before each face off, the Line Change window will appear on the screen for a few 
seconds. Press the lotter corresponding to the ine you want on the ice. 


Ht yu don't press a button, the ine next to the letter "Y will take fr remain on) the ice. 


Unless a Power Play is beginning or ending, the ine currently on the ice is listed 
next to the letter ^ 


(Soe Power Pay Lines and Penalty Kiling Lines tor more infomation.) 

You can change lines anytime the puck is in play. 

1. — Press Select to bring up a window ofthe currently available lines and thoir 
fatigue bars. 

2, Inthe window, press Y to selct the line next to the letter Y’, B for B' and. 
Alora. 


ach team has seven different lines: Seoring lines 1 and 2 (Sc! and Seż), Power 
Play lines 1 and Z(PP and PP2) Penalty Kiling ines and 2 (PKI and РКО) and a 
Check line (Chk. 


Change lines before they use 25 of their energy to maximize performance of the 
team. Be careful about changing your line while your puck carier is in the defensive 
zone. If your opponent steals the puck, you could be left short-handed on the 
defensive end while the fresh players ara coming onto the ice. 


SCORING LINES AND CHECKING LINE 
Sel starts every game. You can change to Sc2 or to the Chk Tine anytime during 
play or when a face off occurs. 


Scoring lines are fast, agile; and good with the puck 


The Chk line is your “big” ine, generally slower but harder hitting and better on 
detense. 


Power Play Lines 


Whenever one team has at least one more player on tho ice than the other team, 
that team has a Power Play, 


‘Some of the players on the Power Play lines ге also on the regular ines (Sc, Sc2, 
(ħi) or the Penalty Kiling ines (Pkt, РО), 


The Line Change box appears automatically before each tace of. 
‘= Press Y when you have the puck to show the Line Change box. 


‘= Press Yor B to select PPI or PP2 If you pross nether, tha line next to "Y 
will take tho ice. 

For the fist Power Play, 'Y corresponds to PPI and 'В' to PP2. In all subsequent 

power plays, Y corresponds to the line most recently on the ice. 

tis important to select a line when the Line Change window appears, unless you 


эге certain that you want the line next to the letter Y to tako the ico. Otherwise, 
you run the risk of inserting a tired line. 


= Whena power play ends, select from one of the Scoring Lines or the Check Line. 


The ine most recently used (usually the most fatigued line) is listed next ta'V. Be 
sure to select a different line if that line is not at full strength. 


mm a E E ббыбку>иёӣ жаб: 
Instant Replay 


Penalty Killing Lines 
Tre Penalty Kiling Lines consist of some of бе playors in the сото 
Scoring Unas on ar шой agis a Pow Ply. 


The substitution of Penalty Kiling Lines for Scoring and Checking Lines 
works exactly as described above in Power Play Lines. 


The Scoreboard provides а wide range of choices available during play or a 
between periods. Al the different options are explained below . 
SCOREBOARD x 
Press Start to pause tha gamo and bring up the scoreboard, A 
Press the Control Pad up/down to highlight items on the scoreboard 

Press A to select items. 

Press Control Pad to scroll through data: 

Press Start to return to the scoreboard. Start again to return to the game. z 


толк, 
The team name of the player controlling the menu will fash until the 
Control Pad is released, This enables you to know which teams goalie is 
showing and their team specific settings. 


Replay (frame by frame) 
Rewind — 


Fast forward. 


Replay (normal 


The replay is automatically rewound half way into the replay. А box appears 
showing VCR-style contol instructions. 


Press B to roll raplay (normal speed 
Press B to stop replay. 

Press X to play replay frame by frame 

Press A to Fast Forward 

Use Control Pad to move the view around the ice 

Press Y to rewind the replay: release to stop. You se the action in roverse 
at high speed. 

Trigger Righ/Left o move the replay frame by frame forward and backward 


Control Pad any direction to activate "so тобе”. In Iso mode, you can move 
the cursor to а player and have the replay follow his actions throughout the 
replay, or move the cursor around the ice to soe the positions of оог 
players at the time of ће replay. 


Press START to retum to the Scoreboard Menu. 
Press START to resume play. 
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Each teams current game statistics appear beneath the team’s name. 
Score: Number of goals scored. 

Shots: Number of shots taken on the goal. 

Shooting Pet: The percentage of shots that scored 


Power Play: Number of goals scored during power plays/number of power plays. 
[seo p. 19 for more on Power Plays) 


PP Minutes: Number of Power Pay minutes for each team. 
PP Shots: Number of shots attempted by each team during a Power Play. 


SH Goals: Short Handed goals. Number of goals scored by cach team while 
short-handed. 


Breakaways: Scores on breekaways/number of breskaways 

(One-Timars: Number af One-Timers that scored/number attempted. 

Penalty Shots: Panalty shots scored/shots attempted. 

Faceofís Won: Number af face offs won. 

Body Checks: Number of body checks delivered even after the whistle blows. 
Penalties: Number of Penalties ncurad/number of minutes penalized (in the bo). 
Attack Zone: Amount of time spent in the Attack Zone. (see р. 15 fr more on the 
Attack Zone.) 

Passing: Number of passes successfully received/number of passes attempted. 
Passing Pct: Percentage of all passes that were successful 
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Change/Remove Goalies 
in professional hokey, е seme goalie rarely tarts every gane, n NHL 9, he 
li is chosen rondoniy сатри controled tan qa season games, 
when line changes are ON. Otherwise, the 151 string goalie starts, 

Goalies do not ire, but if your is not performing up to your standards, or if you just 
tel ke giing the ober quy a chance 0 show what he's worth, you can change 
Tuc 

ı& Control ad down to Gosia press A to aerate goalies (or to None) 

H you remove your goalie leaving he et undefended) Tovar а substituted 
wien the goale leaves the ice to give you an ext player up front. This gives oua 
better chance of scoring. 


Manual/Auto Goalie Control 

AUTO CONTROL 

Ало goalie control lets you concentrate more on strategic checking and defense— 

good for beginners. 

MANUAL CONTROL 

Manual goalie control is for more advanced players who are very skilled with 

delenso and are ready for full control. To get control of the gala, pross X 

"= Control Pad down to Manual/Automatie Gale and press A to alternate 
between the two. 


The computer wil sometimes remove its goalie in tho third period when it is losing 
and the game is close. 


You might want to remove your goalie when you ‘re losing and time is running out. 
Note that this is NOT listed as а Power Play, since there are equal numbers of 
players on the ice. 
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Defense Control 


ом 

‘= — Press left button or right button о activate dafenseman on the left or right 
of screen. 

OFF 

‘= Press B to activate defenseman nearest to the puck 


Team Roster 


The Team Roster contains all seven lines and the list of the goalies for a 
particular team. (See p. 18 for descriptions of tha different lineups) 


The box on the left displays the name of the lineup shown on the screen. Each 
player is listed by position, jersey number, and name. 

LD — Left Detenseman (shown as D on the ica) 

RD — Right Defenseman (shown as D on th ice) 

LW = Left Wingers (shown as L on th ice) 

С. - Conter (Shown as Con the ice) 

RW- Right Wingers (shown as R on the ico] 


‘= Control Pad up/down to scroll through diferent fines and diferent goalies. 


The box on the right displays the ratings category in which each player is being 

evaluated. 

w — Control Pad left/right to scroll through the different ratings categories. Most 
of the ratings are numerical, the higher the number the better the player at 
that category. 


GOALS 
Status: On the ke/Ûn the Bench 

Overalt The goalie's overall ability 

Agity he goalie's agility on the ice 

Speed: The goles speed on the ice 

Glove Hand: The hand the goalie catches with 

Det. Awareness: Goalie's defensive instinct 

Puck Солго Goahe's ability to contro the pock 
Stick Right Goalie's stick handing to the right side 
Sick Left Goalies stick handling to the left side 
Glove Right ове glove handling to tho right side. 
Glove Left: Goal glove handling to the ft side 
Weight Goals body weight in pounds 


UNERAYERS 
Status ce/Bench/injoredPenaliod 

Ja player isin tha penalty box the time remaining in his penalty appears as his status. 
M a player is injured, ‘Injury appears as his status. A P after injury indicates out for 
the period while a G indicates out for the game! 

Overalt: Player's overall bility 

Energy. Player's current energy lel 

Agility Player's agility on the ice 

Speed: Players top speed on the ce 

Handed: Player's best shooting side 

Off. Awareness: Player s offensive instinct 

Def. Awareness: Players defensive instinct 

Shot Power: How hard the player can shoot the puck 

Shot Accuracy: Player's skillin shooting the puck 

Pass Accuracy: Players skil in passing the puck 

Stick Handling: Player's overall skil with the stick 

Weight Payer s body weight in pounds 

Endurance: Player's stamina on the ice 

‘Aggression: Players айоо of being penalized 

Checking: Payer s effectiveness as a checker 


You can check period statistics for ether team at any time during play. 
‘= Press Y toaltemate betwaen Goal and Shots stats, 


Edit Lines 

In NHL 94, you can edit a team’s lineup. You may odit lineups before the opening 
{асе off, ог at any time during tha game. When line changes are on, you can edit 
all seven lines (sto p. 18 for more about the different lines) When line changes 
are off, you can edit only Scoring Line 1 this is the only line that's on the ice). 


‘= Use the Control Pad to highlight the player on the line you wish to remove. 


‘= Toselect a highlighted player, poss A. A ist of substitutes eligible to play 
that position appears at the top of tha sereen. 


Ex 
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‘= Highlight a player from the eligible substitutes ist. 


= Contro Pad left/right to toggle through the various ratings categories to 
assess the qualifications of that player. The higher the rating, the botter that 
Player is at that particular skil or atribute. 


= When you've decided which player you wish to substitute, press A. 


‘= Repeat the process for each substitution you want to make, then press 
START and a menu box appears. To retum to the game, highlight this option 
and press A. To restora your team's original lines, highlight Restore Default 
Lines and press B. 


Player Statistics 


You can chock individual papers game statistics for either team at any time 
during play. 

a Press Y to bring up tho stats for the opposing team. 

There are two ways to look at the staistice—by player or by statistic. You may 
want to look at how well a particular player is doing in general. 

‘= Control Pad up/down to find the layer whose stats you wish to see [if that 
players is not among the frst fve shown) 


G — Goals scored 
А — Assists made 
PL — Points eamed (Goals + Assists) 
SH — Shots on goal 


PM- Penalties in minutes 
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Or you can rank the players in order of their performance in the various 
categories, For example, if you want to see which players have taken the most 
shots on the goal, select Shots on Goal. The player with the most shots on goal 
will appear at the tp of the list, followed by the player with he second most 
shots on goal, and so on. 


‘= Control Pad left/right to toggle through the different statistics categories. 


Tho scoring summary recaps all the goals, the period, th time elapsed in the 
period, the team, the player who scored ће goal [followed by the players who 
tamed assists on the goal if any], and the penalty situation at the time. 


The initials P/S stand for ‘Penalty Situation’. When no item appears in this 
spaco, both teams had an equal number of players on the ice. 


Tha following are abbreviations for the type of penalty during which a goal 
was scored: 


РР Power Play 

PP2 Twa player advantage during a Power Pay 

SHI Short handed one player 

SH2 Shorthanded by twa playas 

PS. Ponalty hot 

= Control Pad up/down to scroll up/down the screen (f necessary}. 


Like the scoring summary, the penalty summary indicates the period in which the 
penalty was called, the time lapsed, the team whose player committed the 
penalty, the number and name of ho player (beneath which appears the name of 
the infraction), the length of the penalty in minutes, 


‘= Control Pad up/down to scroll up/down the screen (if necessary. 


Timeout 


Calling a timeout restores all the lines on both teams to full vitality and can be 
used by each team only once during a game. When playing with line changes of, 
the players do not los vitality, so the timeout has na real function. But when 
playing with line changes on, using the timeout at the right juncture in a game 
can create a tremendous advantage. Once you use the timeout, it disappears from 
the Scoreboard Menu. 


Player Cards 

Чен Player Cards fom the Scoreboard Menu seen for team and player 
кте. The tom cards show a gar ome and runter te tear 
log and he team rating. Tre Player Cards show the players pietro, position, 
rengs and overal raning 
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Other Scores 


The Scoreboard Menu provides scores from other games in both playoff and 
regular season modes, 


‘= Control Pad up/down to scroll through the list. 


Crowd Level 


The Crowd Analysis screen displays the statistics оп decibels recorded from the 
‘rows cheering. These include the currant decibel laval, tha average decibel 
level recorded over the course of the game, and tha highest, or ‘peak, decibel 
level since the opening faco off, Analysis of the crowd is based on the readings of 
"ho Crowd Motor throughout а game. 


=. Control Pad up/down to scroll up/down ће scren (f necessary 
Exit Game 


To exit the gama you'r in and go ta the Main menu, highlight Ext Game, then 
poss A. 
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М the end of every game, Ron Barr at tha EA SPORTS Center selects the stars of 
the game. Scores, assists, and excellent goal keeping usually qualify a player as a 
star. But even if your goalie saves 99 of 100 shots оп goal, if that one he let get 
yis a game winner, he hardly feels е a star, 


PLAYOFF MODES 


At Game Setup, select the team you want to play. Press START ta go o the Playor 
Select Soren, The left column is "Not Playing” and the right column is the team 
you selected. 


Single Player Playoff: Sing star under Team namo. 


‘Multi-Player Playot: Al player stars under the Team name. 


Players can not go head to head in playoffs. 


SAVING THE PLAYOFF TREE 

After you win a playoff game, the revised playoff ree appears with а passwort. 
Write down the password if you want to be able the retum to that point in the 
playoffs in the unfortunate event that you lose. 

To restore the playoff tree, reset the game and go to the Main Menu. Select 
"Cont. Playoffs in Play Mode, then press Start The Password Screen appears. 


Prosa the Control Pad laftrighup/down to select a character from the set, then 
press A to enter the character and move to the next position. Y allows you to go 
back and correct any mistakes. When you've entered the correct password, press 
Start to resume the playoffs from whera you left off 
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HIGHLIGHTS. 
You can watch highlights from other games around the league 


At the end of each period of a playoff game you see the score of an ongoing or. 
‘completed game in a box below the scoreboard. 


Press START to bypass the scores. 


You can check the scores around the league at any time by pausing the game and 
bringing up the Other Scores screen. 


f you want to stop a highlight, press A. To get back to your game, press A again. 


INJURIES 

‘Sometimes a player takos a vicious chock and must leave the ice for a period or 
‘even the entire game. The program automatically roplaces the player with the one 
best suited to play his position, 
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Amory Wong, ober White, Rod Reddetgo. 
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Aena Boreonalós Laura Parr, Мае Smith 
Michael J. Sokyrka 

Jett ye 

Dieter Ruehle, Michael J. Sokyrka | 

Scott Orr 

Micha Book 

Hanno Lemke 

Fob horis 

Scott Probin, Ken Saylor 

David Hards, Dave Costa 


Эм! Hasson, John Santamaria. James Fairweather, 
Joa Henry, aul Smith, Henry Song. Minh Tang 


lor Kuperman 
Steva Babineau 


Bob Borgen, Dan Brook. Randy Delucchi, Barry Melrose, 
Jatt Parr, lan Pulver, Mike Rubineili, Dave Wario, 
Kyra Woody 


Chip Lange 

Nancy Waisanon. 

Singee 

Stove Babineau 

M. Skolnick, J.P. Amaia, TEL Chin 
T.S. Flanagan: ЗИ adaptation, AC. Smith 
Laurie Law 


Бесик Arts warrants to the original purchaser ofthis Becton Arts sofware product hat he 
Lara on which ths compter program is recorded ts ree rm defects in materials ard 
LWstenzip ta a period ol ninsty (90) days Кот the date ol purchase. This Electronic Ants 
Sotware proysm s das" without expreso туйе! warty ol any kind and Becr 
даз апо бабе or any losses or damages of any kid resulting from vse of hs program. 
Beers es gres fora period of ninety (0 days to eor repal or replace, at ts option, rt 
‘of charge, amy Becr Arts software product, postage pd, with proof of purchase, atthe 
‘Secon Arts Warranty Deparment This waranty в not applicatie to normal wear and teat 
Ties waranty sal not be agpicable and hall be vi if the defect in the Весі Ans software 
‘oducts arsen rough abase, ureasonatie us, mietet or neglect. 


'UMTATONS — THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
[REPRESENTATIONS OR CLAMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
ELECTRONIC ARTS ANY IMPUED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTS OF MERCHANTABILITY ANO FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY 190) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
ELECTRONIC ARTS BE ALE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ELECTRONIG ARTS SOFTWARE 


‘Sore states Ġa rot alow tations as to how long an implied warrenty lass and/or exclusions 
tata of niet сота damages 30 te above imitations andr econ 
abitat you Thi warranty gives yov spi gts, and you ma aloo haw 


1 you mem ıo tik tosomeone about ths product, cl us at (415) 578-06 Monday rough day 
men 83) am and 430 pm, Pact Time. 


NEED GAME PASSWORDS? CALL 
TO 2854NT 
талаца 

‘Mousa day 7 days a week 


86 fora frst minute, 7Se for och air minute. If you are under 18, be sure o get a 
‘parent's permission йе clim Hoi res Tech Tore кереге and s ol satu. 
"nte US Call length determined by user average length i four mines. Messages subiect о. 
‘hange without potice. 


NOTE TO HOTLINE CALLERS: 
To help you quickly cate he nomatin oa nee, Electronic ts wil gladly end you pis 
"ole menus. To recive cop plene send or rome and ates t 

коле Maras 

PD Box 7578 

San Mato CA 

30-758 


Ba sure to include he hare format ol e ome you are ayn 


L re n A ma 


PA kati pr Roten bb e AP rema 
ma bona ve 


m 
iie Oa nyt am St He L 
anres i pond ey om raa 


scel hv tr an aan сна. 
Miro merat 


trn МЗ Mei tr vum Sr em B ш жт 
"gti twa mur V 


Mia lm oh A, e i тун. 
TAS em 


